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APPENDIX: 5G 5 e255 
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Pn PARA units have the following TYPE vs TYPE values g g g | £23 
US TANK BMP ARTLY KATSH ENG g S SS. s z 
PARA 2 2 4 4 1 Sees ie eersiette! 
RUSSIAN PARA 
TANK 3 Ny N Pen un 
BMP 2 ” Br eS pee ze 
ARTLY 10 Se PBs ae 
KATSH 10 3 3 =) 
ENG 2 
remedial PARA units are included with TANK, BMP and APC units in the artillery exceptions and 
=~ will lose only J efficiency and/or 1 strength point ifin DEFN, SUPPRT, NORM or FIRE mode. a u 
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: LIMITED WARRANTY 

Strategic Simulations, Inc. (“SSI”) warrants that the diskette on which 

——— the enclosed program Is recorded will be free from defects in materials 
and workmanship for a period of 30 days from the date of purchase If 
within 30 days of purchase the diskette proves defective in any way, you 
may return it to Strategic Simulations, Inc., 883 Stierlin Road, Building 
A-200, Mountain View, CA 94043-1983 and SSI will replace it free of 
charge. In addition, if the diskette proves defective at any time after the 
first 30 days, return the diskette to SSI and SSI will replace It for 
a charge of $10.00. Please allow about four weeks for delivery. 
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SSI MAKES NO WARRANTIES, EITHER EXPRESS OR IMPLIED, WITH 
RESPECT TO THE SOFTWARE PROGRAM RECORDED ON THE DISK- 
ETTE OR THE GAME DESCRIBED IN THIS RULE BOOK, THEIR 
QUALITY, PERFORMANCE, MERCHANTABILITY OR FITNESS FOR 
ANY PARTICULAR PURPOSE. THE PROGRAM AND GAME ARE SOLD 
“AS IS.” THE ENTIRE RISK AS TO THEIR QUALITY AND PERFORM- 
ANCE IS WITH THE BUYER. IN NO EVENT WILL SSI BE LIABLE FOR 
DIRECT, INDIRECT, INCIDENTAL, OR CONSEQUENTIAL DAMAGES 
RESULTING FROM ANY DEFECT IN THE PROGRAM OR GAME EVEN 
IF SSI HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. 
> (SOME STATES DO NOT ALLOW THE EXCLUSION OR LIMITATION OF 
IMPLIED WARRANTIES OR LIABILITY FOR INCIDENTAL OR CON- 
SEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION OREXCLUSION 
MAY NOT APPLY TO YOU.) 
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The enclosed software program and this Rule Book are copyrighted. All 
rights are reserved. This Rule Book may not be copied, photographed, 
reproduced, or translated or reduced to any electrical medium or 
machine-readable form, in whole or in part, without prior written 
consent from SSI. The program accompanying this Rule Book may be 
copied, by the original purchaser only, as necessary for use on the 








ope 
computer for which it was purchased. 
~ © 1982 by Strategic Simulations, Inc. 
pattie All Rights Reserved. 
asi If you have any questions or problems regarding the program or game, please 
=a send a self-addressed, stamped envelope with your question to Strategic 


Simulations, Inc., 883 Stierlin Road, Building A-200, Mountain View, CA 94043- 
1983; or call (415) 964-1200 Mon., Tues., Thurs., or Fri.; 1-5 PM (P.S.T.) 












4.4 TERRAIN 


Oilfields, villages, towns and airfields can be owned by either side and count toward 
Start of the game and the 


'S will change 
the course of 


the victory conditions. These hexes are Russian owned at the 
symbols change slightly when the US Player moves into them. Owned hexe 
when an enemy unit enters them and may change any number of times in 
the game. 
The following types of terrain are used in this game: 
TERRAIN MP’S SIGHT COMBAT 
DIST. BONUS 


L. ROUGH 5 


ROUGH 
OASIS 
SABKHAH 
VILLAGE 
TOWN 
OILFIELD 
DESERT 
SEA 

SABKHAH is a 
cultivated land. 

Airfields and numbered hexes are treated as desert hexes for movementand combat 
purposes. 

Units in TRANS mode can only travel through town; Village and-airfield hexes or 
through hexes connected by road or trail héxsides (exception; Units’in TRANS mode 
cannot move through an enemy owned hex at any time), ~ 

Any unit in TRANS mode Pays 1 MP’per hex. 


AIRCV units pay 1 MP Per hex in any. terrain. 
In addition it costs: 


+2 MP's to enter‘a smoked hex. 
+1 MP for each SEU (+2' if in-TRANS mode), 
+1 MP if the unit is in TRANS mode and the opponent has air superiority. 


4.5 ORDER PHASE 


NAVAL units may not be given orders using the c/O option, i.e. they may only be 
moved manually. 


4.6 HIDDEN MOVEMENT 


NAVAL units may not be hidden. 


4.7 SIGHTING 


Sighting is treated as in GERMANY 1985 although the distances have been changed 
to reflect the different scale and terrain. 


4.8 DELAYED MOVE 


When a unit moves to attack ina delayed movement phase the computer uses its 
judgement as to whether an attack is wise and may direct the unit to abort the attack, fire 
on a unit or even attack another unit that Presents a more attractive target. Units in FIRE 
mode will always fire on the hex that the triggering unit is in. 


4.9 THE ‘L’ KEY 


A player may choose to cycle round all active units by hitting ¢/L or cycle round 


a division by hitting ¢/D. At the beginning of a player-turn the computer sets the 
divisional cycle. 


4.10 MOVEMENT RESTRICTIONS 


AIRCV units cannot enter enemy owned oilfield, village, town or airfield hexes. 
NAVAL units may not land on enemy owned or occupied town or village hexes. 
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type of salt flat found in this region. OASIS terrain also refers to 
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PARA units cannot enter the first three columns on the left hand side 


4.11 NIGHT MOVEMENT 


Sighting distances are reduced to 2 hexes at night and the terrai 
terrain can be returned to color by hitting the GLOBAL key B. 


4.12 NAVAL UNITS 


During the game a US naval task force will arrive a 
where, once landed, it can join the battle. 

A naval unit can move but may not engage in combat, change mode, use the order 
phase or be used to supply supporting fire, 

To land a naval unit it must end its move 
beginning of its next movement phase it wil 
a reduced movement allowance. Only at th 
option of landing. Once the unit has moved 
movement phase. 

When a naval unit lands it changes mode to NORM, or Fi 


of the map. 


Nappears white. The 
nd can be moved to the coastline 


ment phase adjacent toa Coastal hex. At the 
| be.able to move onshore at no cost but at 
1 beginning of its move will a unit have the 
one hex at sea it may not land until its next 


town hexes. 


Movement will be affected by RUSSIAN air superiority as all naval units are assumed 
to be in TRANS:mode for movement Purposes. 

Naval units may be en 
not initiate such combat. 


Naval units cannot retreat but will instead. suffer additional losses, 


5.0 ZONES OF INFLUENCE 


All movement and combat is affected 
enemy units. 


6.0..COMBAT 


Combat takes place when a frien 
key. Combat is then calculated an 


gaged by the RUSSIAN forces across @ coast hexside but may 


by the presence of nearby friendly and 


Naval units may not initiate combat 


7.0 ARTILLERY 


PARA units along with BD 
fire ifin DEFN, SUPPRT, NORM 
1 efficiency point if the firing unit has moved or changed mode and 1 efficiency plus 


1 strength pointifthe firing unit has not moved or changed mode. If the unit being firedon 
has zero efficiency it will take additional strength point losses. 


8.0 AIR POWER 


In RDF 1985 
Tactical Air Points 
called down 


it is only necessary to allocate strategic air superiority points. The 
are determined by the computer at the beginning ofa tum and may be 
as supporting fire at any time during that player-turn. 


8.1 AIR SUPERIORITY 


By hitting c/Aa Player may allocate a number of strategic air points to air superiority. 

The US player has air superiority during the first two turns. el 

The RUSSIAN Player starts the game with no spare air superiority points and it will 
take the first five or six turns before they build up to a level to challenge the US force. 


The rate at which Spare air points become available to the RUSSIAN player is slower 
than for the US player. 
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